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STEP ONTO 
THE ICE FLOE- 
GETTING STARTED 

Load the PENGO cartridge into 
your ATARI Home Computer as ex¬ 
plained in your computer owner’s 
guide, and turn on your computer. 

Plug a joystick controller into 
Controller Jack 1 for one player, 
and another into Controller Jack 2 
for two players. 

Press SELECT to choose a one- or 
two-player game. 

Use your joystick to guide PENGO 
through the ice block mazes. Press 
your red joystick button to help 
him move or crush ice blocks, 
crumble SNO-BEE eggs, and freeze 
SNO-BEES along the walls. 

Press OPTION to choose the 
difficulty level where you want 
to begin (beginner, intermediate, 
or advanced). 

Press START to begin the game. 

Press SYSTEM RESET to return 
to the title screen and the begin¬ 
ning of the game. 

Press the space bar to pause in 
the middle of a game; press it again 
to resume play. 


▲ome of PENGO the 
^^^Penguin. Your mis- 
sion is to help 
PENGO in his one-bird 
battle against the killer 
SNO-BEES. Help him 
smash the nasty fellows 
as he races through a 
maze of ice blocks. He 
must freeze the deadly 
creatures before they 
send him to meet his 
maker with their deadly, 
chilling stingers. So bun¬ 
dle up. It’s cold out there! 



















GAME PLAY IN 

THE DEEP-FREEZE ZONE 

PENGO appears in a field of ice blocks. He must 
clear the screen of SNO-BEES before they put 
him out of commission. Each time he clears a 
screen, he enters a more difficult round and en¬ 
counters a smarter group of SNO-BEES. PENGO 
has 3 to 5 lives, depending on the difficulty level. 
He faces 6 to 12 SNO-BEES, depending on the 
round. The number of lives remaining and the 
SNO-BEE eggs left in the round are shown at 
the top of your screen. 


HOW PENGO CLEARS THE MAZES 


PENGO Smashes the SNO-BEES 
with Ice Blocks: Zap ’em! Use 

your joystick to position PENGO 
with a single ice block between 
himself and a SNO-BEE. 

Then press your joystick but¬ 
ton. PENGO shoves the ice block 
across the screen and crushes 
any SNO-BEE in its path. 

PENGO Freezes the SNO-BEES 
Along the Walls: Trap ’em! Some¬ 
times when PENGO runs along one 
of the four walls surrounding the 
maze, the SNO-BEES follow him. 

Turn PENGO so that he faces the 
wall, then press your joystick but¬ 
ton. Wham! He kicks the wall, and 
every SNO-BEE along that wall is 
instantly frozen. 

Then, quick as a penguin, PENGO 
can destroy the stunned SNO-BEES 
by either running over them or 
smashing them with ice blocks. But 
he must act quickly or they start to 
flash and thaw out. 


PENGO Crumbles the SNO-BEE 
Eggs: Get ’em Before They 
Hatch! PENGO must watch out for 
the SNO-BEE eggs hidden inside 
flashing ice blocks. 

He should wipe out some of these 
eggs at the beginning of each round. 
If he waits too long, they’ll turn 
into full-grown SNO-BEES. 

To crumble the SNO-BEE eggs, 
trap one of the flashing ice blocks 
against another block, then press 
your joystick button. All it takes is 
a swift kick, and the eggs dissolve 
immediately. 

PENGO Freezes the SNO-BEES 
with Diamond Blocks: Line ’em 

Up! Look for three diamond-pat¬ 
terned ice blocks scattered through 
the maze. 

If PENGO lines up all three in a 
row, he freezes every full-grown 
SNO-BEE on the screen, and you 
earn bonus points! 







SCORING 



You earn points every 
time PENGO crumbles an 
ice block, puts a SNO-BEE out 
of commission, or lines up three 
diamond blocks in a row. 



DON’T SLIP 
ON THE ICE— 
STRATEGY TIPS 


Crumble an ice block.30 

Crumble an ice block 

with a SNO-BEE egg 

inside .500 


Smash the SNO-BEES 

One at a time. 

Two at a time. 

Three at a time. 

Four at a time . 

Bump off a frozen SNO-BEE 

by running over it. 100 

by smashing it . 400 

Bine up three diamond blocks 

Against the wall. 5000 

Away from the wall. 10,000 

The faster PENGO clears the 
screen, the more points you win. 


.400 

1600 

3200 

6400 


SECONDS TO CLEAR BONUS 

THE SCREEN POINTS 

Oto 19 .5000 

20 to 29 .2000 

30 to 39 .1000 

40 to 49 . 500 

50 to 59 . 10 

60 or over. 0 


Bonus Life 

At 30,000 points, PENGO earns an 
extra life. 


As the SNO-BEES gain on him, PENGO 
needs to carve out escape routes for 
himself; that’s why he crumbles and 
moves ice blocks. 

It takes longer for PENGO to crum¬ 
ble ice blocks than to move them. 

PENGO can’t move more than one 
ice block at a time. If PENGO tries to 
kick an ice block through another, 
he’ll crush it. 

SNO-BEES also crumble ice blocks 


(except for those with eggs in them) 
by running over them. 

Diamond ice blocks won’t crumble, 
so they’re excellent weapons for 
smashing SNO-BEES. 
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